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Bali sudah menjadi tempat wisata utama untuk dikunjungi di Indonesia. Siapa 
yang tidak mengenal Bali? bahkan turis yang berkunjung ke Bali datang dari 
mancanegara. Kebudayaan Bali sangat beragam dan selalu di isi dengan upacara 
dan pertunjukan. Salah satu kebudayaan Bali yang selalu diminati wisatawan 
adalah tariannya. Sayangnya pada tahun 2015 UNESCO telah menetapkan tarian 
ini sebagai warisan budaya yang hampir punah. Untuk itu pada akhir tahun 2019 
diresmikanlah sebuah museum Sang Hyang Dedari di Desa Adat Geriana Kauh, 
Karangasem yang bernama Museum Giri Amertha sebagai upaya pelestarian. 
Namun, meskipun sudah mendapatkan bantuan dari Universitas Indonesia dan 
pemerintah, konten informasi/isi Museum Giri Amertha masih sangat sedikit dan 
tidak dikemas dengan tampilan yang menarik. Hal ini bisa berdampak pada tidak 
informatifnya museum tersebut dalam menyampaikan misi tentang kebudayaan 
yang akan dilestarikan. Berdasarkan hasil observasi dan wawancara yang penulis 
lakukan di Desa Geriana Kauh, penulis menyimpulkan bahwa Museum Giri 
Amertha memerlukan media informasi yang mampu merepresentasikan kekayaan 
isi museum dan membuat pengalaman mengunjungi museum menjadi lebih 
menyenangkan. Diharapkan dari perancangan media informasi ini museum akan 
memiliki informasi yang lebih lengkap dan dapat memberikan pengalaman 
mengunjungi museum yang lebih baik melalui desain informasi yang menarik dan 
menyenangkan. 
 




Bali has been a number one place to visit in Indonesia. Who doesn’t know Bali? 
even tourist who visited Bali came from many nations. Bali has many cultures, 
many of this culture has dance and performance in it. One of Bali’s culture was 
the trance dance. Unfortunately in 2015 UNESCO has established this dance as 
almost a cultural heritage. For this reason, a Sang Hyang Dedari Museum was 
created in the Traditional Village of Geriana Kauh, Karangasem called Giri 
Amertha Museum. Despite getting helped from University of Indonesia and the 
government. The information/contents of Giri Amertha Museum still very little 
and not packed with an attractive appearance. This can have an impact on the 
museum’s informativeness in conveying the mission of the culture to be preserved. 
Based on the results of observations and interviews conducted by the author in the 
Village of Geriana Kauh, the author states that the Giri Amertha Museum 
requires information media that can represent the wealth of museum content and 
make the experience of visiting the museum more enjoyable. It is expected that 
from this information media design, the museum will have a more complete 
information and can provide a better museum visiting experience through an 
interesting and pleasant information design. 
 





LEMBAR PERNYATAAN TIDAK MELAKUKAN PLAGIAT .................... II 
HALAMAN PENGESAHAN TUGAS AKHIR................................................ III 
KATA PENGANTAR ......................................................................................... IV 
ABSTRAKSI ...................................................................................................... VII 
ABSTRACT ....................................................................................................... VIII 
DAFTAR ISI ........................................................................................................ IX 
DAFTAR GAMBAR ........................................................................................ XIV 
DAFTAR TABEL............................................................................................. XIX 
DAFTAR LAMPIRAN ...................................................................................... XX 
BAB I PENDAHULUAN ...................................................................................... 1 
1.1. Latar Belakang ........................................................................................ 1 
1.2. Rumusan Masalah ................................................................................... 2 
1.3. Batasan Masalah...................................................................................... 2 
1.4. Tujuan Tugas Akhir ................................................................................ 3 
1.5. Manfaat Tugas Akhir .............................................................................. 4 
BAB II TINJAUAN PUSTAKA ........................................................................... 5 
2.1. Desain Informasi ..................................................................................... 5 
2.1.1 Membuat Desain Informasi yang Baik ........................................... 5 
2.1.1.1. Konten yang Berfokus................................................................. 5 
x 
 
2.1.1.2. Berfokus pada Pengguna ............................................................. 5 
2.1.1.3. Digunakan Sebagai Alat Perdagangan ........................................ 6 
2.1.2 Alat Desain Informasi ..................................................................... 6 
2.1.2.1. Warna (Color) ............................................................................. 6 
2.1.2.2. Gaya Penulisan (Type Styling) .................................................... 6 
2.1.2.3. Berat dan Ukuran (Weight and Scale) ......................................... 7 
2.1.2.4. Struktur (Structure) ..................................................................... 7 
2.1.2.5. Pengelompokan (Group) ............................................................. 7 
2.1.2.6. Elemen grafis (Graphic Elements) .............................................. 7 
2.1.2.7. Gambar (Imagery) ....................................................................... 8 
2.1.2.8. Suara dan Gerakan (Sound and Motion) ..................................... 8 
2.2 Media............................................................................................... 8 
2.2.1 Environmental Graphic Design (EGD) .......................................... 8 
2.2.1.1. Signage and Wayfinding ............................................................. 9 
2.2.1.2. Interpretive Information ............................................................ 10 
2.2.1.3. Placemaking .............................................................................. 11 
2.2.2 Video ............................................................................................. 12 
2.2.2.1. Broadcast-style videos .............................................................. 12 
2.2.2.2. Explainer video ......................................................................... 13 
2.2.2.3. Short feature video .................................................................... 13 
2.2.2.4. Documentary and long-form naratives ..................................... 13 
2.2.3 Brosur dan Collateral .................................................................... 14 
2.3 Desain Grafis ................................................................................. 15 
xi 
 
2.3.1 Prinsip Desain ............................................................................... 15 
2.3.1.1. Format ....................................................................................... 15 
2.3.1.2. Keseimbangan (Balance) .......................................................... 16 
2.3.1.3. Hierarki Visual (Visual Hierarchy) ........................................... 17 
2.3.1.4. Irama (Rhythm) ......................................................................... 18 
2.3.1.5. Kesatuan (Unity) ....................................................................... 19 
2.3.2 Elemen Desain .............................................................................. 21 
2.3.2.1. Warna ........................................................................................ 21 
2.3.2.2. Tipografi .................................................................................... 28 
2.3.2.3. Layout ........................................................................................ 34 
2.3.2.4. Grid ........................................................................................... 41 
2.3.2.5. Positive and Negative Space ..................................................... 44 
2.3.2.6. Gambar ...................................................................................... 45 
2.3.2.7. Material ..................................................................................... 50 
2.3.2.8. Texture....................................................................................... 52 
2.4 Ilustrasi .......................................................................................... 52 
2.4.1 Flat Design .................................................................................... 52 
2.4.1.1. Ilustrasi Flat Design .................................................................. 53 
2.5 Museum ......................................................................................... 54 
BAB III  METODOLOGI .................................................................................. 55 
3.1. Metode Pengumpulan Data ................................................................... 55 
3.1.1. Wawancara ................................................................................ 55 
3.1.2. Observasi ................................................................................... 59 
xii 
 
3.1.3. Studi Literatur ........................................................................... 61 
3.1.4. Studi Eksisting .......................................................................... 63 
3.2. Metodologi Perancangan ....................................................................... 70 
3.2.1. Define ........................................................................................ 70 
3.2.2. Research .................................................................................... 71 
3.2.3. Ideate ......................................................................................... 72 
3.2.4. Prototype ................................................................................... 72 
3.2.5. Select ......................................................................................... 72 
3.2.6. Implement .................................................................................. 73 
3.2.7. Learn ......................................................................................... 73 
BAB IV STRATEGI DAN ANALISIS PERANCANGAN ............................. 74 
4.1. Strategi Perancangan ............................................................................. 74 
4.1.1. Define ........................................................................................ 74 
4.1.2. Research .................................................................................... 76 
4.1.3. Ideate ......................................................................................... 76 
4.1.4. Prototype ................................................................................... 88 
4.1.5. Select ....................................................................................... 107 
4.1.6. Implement ................................................................................ 112 
4.1.7. Learn ....................................................................................... 120 
4.2. Analisis Perancangan .......................................................................... 120 
4.2.1. Media Utama ........................................................................... 121 
4.2.2. Media Sekunder ...................................................................... 124 
4.3. Budgeting ............................................................................................ 138 
xiii 
 
BAB V PENUTUP ............................................................................................. 139 
5.1. Kesimpulan ......................................................................................... 139 
5.2. Saran .................................................................................................... 140 




Gambar 2. 1. Three Components of EGD ............................................................... 9 
Gambar 2. 2. Directional and Identificational Sign .............................................. 10 
Gambar 2. 3. Interpretive Information .................................................................. 11 
Gambar 2. 4. Placemaking .................................................................................... 12 
Gambar 2. 5. Brosur Lipat..................................................................................... 14 
Gambar 2. 6. Format ............................................................................................. 15 
 Gambar 2. 7. Balance ........................................................................................... 17 
 Gambar 2. 8. Irama............................................................................................... 19 
Gambar 2. 9. Hukum Organisasi Persepsi ............................................................ 20 
Gambar 2. 10. Hue ................................................................................................ 21 
Gambar 2. 11. Value.............................................................................................. 22 
Gambar 2. 12. Saturation ...................................................................................... 23 
Gambar 2. 14. Color Harmony ............................................................................. 25 
Gambar 2. 24. Typefaces ....................................................................................... 29 
Gambar 2. 26. Anatomy Of Typeface .................................................................... 34 
Gambar 2. 27. Absolute Measurement Point & Metric ......................................... 35 
Gambar 2. 29. Go Easy on the Reader .................................................................. 39 
 Gambar 2. 30. Let The Color Be The Information ............................................... 40 
Gambar 2. 31. Marry Color and Typography ....................................................... 41 
 Gambar 2. 32. Grid Manuskrip ............................................................................ 42 
Gambar 2. 34. Grid Modular ................................................................................. 44 
Gambar 2. 35. Margin and Padding ...................................................................... 45 
xv 
 
Gambar 2. 36. Contoh Infografis .......................................................................... 48 
Gambar 2. 37. Flat Design .................................................................................... 53 
 
Gambar 3. 1. Foto Wawancara dengan Ibu Saras Dewi ....................................... 57 
Gambar 3. 2. Wawancara dengan Bpk. I Nyoman Subrata .................................. 58 
Gambar 3. 3. Foto di depan Museum .................................................................... 60 
Gambar 3. 4. Informasi di Museum ...................................................................... 60 
Gambar 3. 5. Skripsi Karya Nuluh Herawati ........................................................ 62 
Gambar 3. 6. Jurnal ASEAN Karya Dr. L.G. Saraswati Putri, M. Hum............... 62 
Gambar 3. 7. Layar Sentuh Untuk Informasi ........................................................ 64 
Gambar 3. 8. Display Emas................................................................................... 65 
Gambar 3. 9. Informasi Menggunakan Video dan Cetak...................................... 66 
Gambar 3. 10. Informasi Pada Dinding Museum ................................................. 67 
 
Gambar 4. 1. Mindmapping .................................................................................. 77 
Gambar 4. 2. Brainstorming.................................................................................. 78 
Gambar 4. 3. Mood Board..................................................................................... 79 
Gambar 4. 4. Font yang Digunakan ...................................................................... 80 
Gambar 4. 5. Warna Utama dan Tambahan .......................................................... 82 
Gambar 4. 6. Tekstur ............................................................................................. 83 
Gambar 4. 8. Referensi Ilustrasi Flat Design ........................................................ 85 
Gambar 4. 9. Referensi Foto ................................................................................. 86 
Gambar 4. 10. QR code ......................................................................................... 87 
xvi 
 
Gambar 4. 11. Sketsa Denah Karya ...................................................................... 88 
Gambar 4. 12.  Foto untuk Background ................................................................ 89 
Gambar 4. 13. Background Foto Sebelum dan Sesudah di Edit ........................... 90 
Gambar 4. 14. Contoh Pembuatan Ilustrasi .......................................................... 91 
Gambar 4. 15. Foto yang di Edit Menghilangkan Background ............................ 92 
Gambar 4. 16. QR Code yang Digunakan ............................................................. 93 
Gambar 4. 17. Desain Modular Grid .................................................................... 94 
Gambar 4. 18. Proses Perancangan Table Display Penelusuran Tari ................... 96 
Gambar 4. 19. Proses Perancangan Table Display Padi Masa .............................. 97 
Gambar 4. 20. Proses Perancangan Table Display Pertanian Tradisional ............ 98 
Gambar 4. 21. Proses Perancangan Wall Display Tahapan Ritual ....................... 99 
Gambar 4. 22. Proses Perancangan Wall Display ............................................... 100 
Gambar 4. 23. Proses Perancangan Wall Display Informasi Harapan ................ 101 
Gambar 4. 24. Proses Perancangan Partition Display ........................................ 102 
Gambar 4. 25. Gambar Sebelum dan Sesudah Diberi Out Line.......................... 103 
Gambar 4. 26. Proses Perancangan Partition Display Revolusi Hijau ............... 103 
Gambar 4. 27. Proses Perancangan Banner ........................................................ 104 
Gambar 4. 28. Proses Perancangan Brosur ......................................................... 105 
Gambar 4. 29. Proses Perancangan Video .......................................................... 106 
Gambar 4. 30. Wall Display Tahapan Ritual Versi Awal dan Revisi ................. 107 
Gambar 4. 31. Wall Display Informasi Gending Versi Awal dan Revisi ........... 108 
Gambar 4. 32. Wall Display Informasi Harapan Versi Awal dan Revisi ........... 109 
Gambar 4. 33. Partition Display Versi Awal dan Revisi .................................... 110 
xvii 
 
Gambar 4. 34. Video Versi Awal dan Revisi ...................................................... 111 
Gambar 4. 35. Banner Versi Awal dan Revisi .................................................... 112 
Gambar 4. 36. FAW Wall Display Tahapan Ritual ............................................ 113 
Gambar 4. 37. FAW Wall Display Informasi Gending ....................................... 113 
Gambar 4. 38. FAW Table Display Informasi Penelusuran Tari ........................ 114 
Gambar 4. 39. FAW Table Display Padi Masa ................................................... 115 
Gambar 4. 40. FAW Table Display Pertanian Tradisional ................................. 116 
Gambar 4. 41. FAW Wall Display Informasi Harapan ....................................... 117 
Gambar 4. 42. FAW Partition Display ............................................................... 117 
Gambar 4. 43. FAW Brosur ................................................................................ 118 
Gambar 4. 44. FAW Banner ............................................................................... 119 
Gambar 4. 45. FAW Video ................................................................................. 120 
Gambar 4. 46. Mock Up Wall Display Tahapan Ritual dan Informasi Gending 122 
Gambar 4. 47. Analisis Wall Display Tahapan Ritual ........................................ 123 
Gambar 4. 48. Analisis Wall Display Informasi Gending .................................. 124 
Gambar 4. 49. Mock UP Wall Display Informasi Harapan................................. 125 
Gambar 4. 50. Analisis Wall Display Informasi Harapan ................................... 125 
Gambar 4. 51. Mock Up Table Display Informasi Penelusuran Tari .................. 126 
Gambar 4. 52. Analisis FAW Table Display Informasi Penelusuran Tari.......... 127 
Gambar 4. 53. Mock Up Table Display Padi Masa ............................................. 128 
Gambar 4. 54. Analisis Table Display Padi Masa .............................................. 129 
Gambar 4. 55. Analisis Table Display Pertanian Tradisional ............................. 130 
Gambar 4. 56. Mock Up Partition Display Tampak Depan ................................ 131 
xviii 
 
Gambar 4. 57. Mock Up Partition Display Tampak Belakang ........................... 132 
Gambar 4. 58. Analisis Partition Display ........................................................... 133 
Gambar 4. 59. Mock Up Brosur .......................................................................... 134 
Gambar 4. 60. Analisis Brosur ............................................................................ 135 
Gambar 4. 61. Mock Up Banner ......................................................................... 136 
Gambar 4. 62. Analisis Banner ........................................................................... 136 





Table 3. 1.  Perbandingan dan Analisis Museum .................................................. 68 





LAMPIRAN A: KARTU KONSULTASI BIMBINGAN TUGAS AKHIR 
PEMBIMBING 1 ............................................................................................. XVII 
LAMPIRAN B: KARTU KONSULTASI BIMBINGAN TUGAS AKHIR 
PEMBIMBING 2 ........................................................................................... XVIII 
LAMPIRAN C: KARTU KONSULTASI BIMBINGAN ONLINE ............ XIX 
LAMPIRAN D: LAMPIRAN WAWANCARA DR. L.G. SARASWATI 
PUTRI, M. HUM. ............................................................................................... XX 
LAMPIRAN E: LAMPIRAN WAWANCARA  BPK. I NYOMAN 
SUBRATA ..................................................................................................... XXXII 
 
 
